DBO1: Analyzing an EdTech Solution [CO.3/5] 


Discussion Topic 
Follow 


Briefly describe three trending technologies (theme) used in the education 
setting, then provide a recent example of a trending educational technology 
solution (specific application/software) that explains the benefits, as well as 
any drawbacks that could occur from implementation in the classroom. 


¢ Comments: Reflect on the given solution to determine if you 
would/have used it, including your justify reason explaining your 
rationale. 


Responses (18) 


Zineb Hassoune 
11/5/24, 4:37 PM 


Al is transforming personalized learning by adapting educational content to 
meet individual student needs. It can analyze student performance data to 
tailor lessons, quizzes, and feedback.VR and AR create immersive learning 
experiences, allowing students to explore complex concepts and 
environments, such as historical events or scientific phenomena, in a hands- 
on manner.LMS platforms enable streamlined course management, including 
the delivery of content, tracking student progress, and facilitating 
communication between educators and students. 


Edmodo is a learning management system designed to foster collaboration 
between students, teachers, and parents. It provides tools for assignment 
distribution, grading, communication, and resource sharing in a secure online 
environment. Edmodo facilitates direct messaging and forums, allowing for 
timely communication and collaboration among students and teachers. It 
serves as a hub for all course materials, making it easier for students to 
access assignments, notes, and additional resources. Teachers can track 
student engagement and performance in real-time, enabling more informed 
instructional adjustments. 


Not all students may have equal access to the necessary technology or 
internet, leading to disparities in learning opportunities. Excessive use of 
digital tools may detract from face-to-face interactions and traditional 
learning methods that are also valuable. The collection of student data raises 
questions about privacy and data security, which can be a concern for 
educators and parents alike. | would consider using Edmodo in my teaching 
practice because it aligns well with my goal of fostering communication and 
collaboration among students. The platform's ability to centralize resources 
and track student progress can help me tailor my instruction to better meet 
individual needs, which is particularly important in a special needs high 
school setting. 


However, | would also be mindful of the potential drawbacks. Ensuring that 
all students have access to the necessary technology would be a priority for 
me, as | want to create an inclusive learning environment. Additionally, | 
would strive to maintain a balance between digital interactions and 
traditional methods, recognizing the importance of personal connections in 
education. Overall, my rationale is rooted in the desire to enhance 
engagement and support individual learning paths while being aware of the 
challenges that technology implementation can bring. 


Reply 
Fabiola Sepulveda 
9/26/24, 8:58 PM 


Three trending technological themes that are used in the education setting 
incudes, but are not limited to: 


1. Artificial Intelligence: A recent educational technology that has made 
its way into the field of education is Al. This is because it can be used 
to benefit teachers when conducting their work. To be specific, within 
the field of education teachers spend countless of hours grading, 
reviewing state standards/curriculums, planning lessons, making 
assessments and assignments, and more in order to be ready for work 
tomorrow and to do the best possible job for the students. Many times, 
work does not end after the bell rings; for many, work comes home 
with us. Therefore programs like Al can be harnessed by teachers in so 
many ways, such as: to formulate critics for student work, can produce 
assessments/assignments, lesson plan ideas, and more. This 
technological advancement can help relieve a lot of pressure and the 
work load of teachers, while still allowing teachers to get material 


ready for the students. However, it should be noted that one drawback 
| find in this form of technology aid is that is takes away from a more 
human approach to teaching. 


. Social Media: Social media has been integrated in to the education 
system because it has become a major way to express news such as 
what is going on in the local community, the personal lives of others, 
and global media. It can also be used by countless of students to 
express themselves and distress to name as examples. Therefore, 
students can use social media in classroom activities like writing 
assignments and projects/presentations. It is also a great tool for 
teachers, on which it can help with implementing ideas like activities, 
assessments, classroom management ideas, and assignments that 
other people in the education field share publicly. One specific example 
from my personal experience as a science teacher, | have used social 
media to find fun experiments that can be done in the classroom. 
However, it should be noted that all social media activity should be 
closely monitored and limited due to how students can become 
distracted. 


. Customizable Assessments/Study Guides: | have found that by using 
new technology that is specially made for teachers to use, we can 
make customized version of assessments and assignments and a study 
guides in order to encourage and allow students to be more proactive 
during lessons and completing lesson based material. One example 
from my own personal experience as a teacher is that | love to use 
google forms to make tests, quizzes, and other forms of assessments. 
This is because it allows teachers to make and add to a test, such has 
it allows for audio usage, can make multiple choice and open-ended 
questions, and record grades faster for teachers. Additionally, it allows 
one to copy/duplicate a test, that way you can make different versions 
of the test to provide IEP/504 plan students with properly modified test 
that meets their needs. Also, another program/website that | enjoy 
using in my classroom that makes studying fun is Blooket. This is an 
interesting website that allows students to play games, where one 
progresses levels by answering the assigned questions that are set by 
the teacher; it also allows for social interaction amongst classmates 
because students play together in these games. It also can be used for 
many subject materials. | use Blooket to make science and math study 
guides that are proactive and entertaining for my students. | can even 
assign the game for homework, which allows students to study/play at 


home as well. The only drawback | would say, is that it can get a bit 
noisy in the classroom since the children find it so fun and competitive 
(depending on the game). 


Reply | Show Replies (1) 
Cory Leeds 
9/21/24, 12:14 PM 


One of the most frequent topics discussed in faculty meetings in the school 
district | am currently working in is the use of Al in the classroom. Al can be 
used with personalized learning to help students learn and apply knowledge 
that can be applied in real life situations. With all personalized learning 
curriculum, this may take away from students collaborating with other 
students in the classroom. 


Virtual Reality is another trend that our district has used over the past few 
years in the building. Rather than using it in the curriculum, our students use 
it as part of the robotics club and other clubs in the school. | am not familiar 
with how VR is used in the classroom, but from what we learned from the 
content, VR can allow students to work in the field in a given content area 
such as virtual field trips. The problem our district ran into when trying to 
include VR in the curriculum is the funding. VR is not a cheap technology and 
with our district moving towards 1:1 chromebooks, the idea of purchasing 
more VR equipment has been a topic teachers in the district have been 
fighting against. 


Mobile technology is a tool that helps students learn online from a software 
rather than from the teacher directly. It is a trend that | incorporate into my 
classroom on a daily basis. Since we have 1:1 ipads in my classroom, | can 
access software, mostly free, like ReadTheory, that the students can access 
for reading comprehension articles. This allows students to work with 
technology, rather than reading from a piece of paper, and writing with a 
pencil. Students in my classroom may have poor fine motor skills, so writing 
can be difficult. But through the use of an ipad, they can simply click on the 
answer, helping them to be more successful and teaching students to be 
independent. 


My favorite trending edtech solution that | use weekly is kahoot. Kahoot is an 
interactive website that allows teachers, and even students, to create 
quizzes along with other content based on lessons that are being taught. For 
example, we recently wrapped up a social skills lesson about polite an rude 
responses to peers. | generated a quiz that included examples used in the 
lesson, and the students, through the use of their ipads, logged on, and 
participated in the quiz. Kahoot is a great and easy tool to have in the 
classroom, and the best part is that it is free to use! 


Reply | Hide Replies (1) 
Zineb Hassoune 
| agree with you. 


An easy way to use VR in the classroom without a huge investment could be 
virtual field trips. For example, in a history class, students could use a VR 
app on their Chromebooks or phones with inexpensive headsets to "visit" 
ancient Rome, the pyramids in Egypt, or other historical landmarks. This 
brings the lesson to life without leaving the classroom and can be done with 
low-cost headsets that work with Chromebooks or phones—making it budget- 
friendly and easy to manage. 


This type of VR use could enrich the lesson without the need for high-end VR 
gear, making it more feasible for schools with tight budgets. 


Reply ¢ 
11/6/24, 2:15 PM 


Tristan Duff 
9/19/24, 11:09 PM 


Three technologies that are becoming increasingly utilized in the classroom 
are 1:1 Computing, Immersive VR, and Interactive use of Smartphones. 1:1 
Computing, or Digital Curriculum, relates to the students’ relationship with 
their computers and the educational programs on them. The video “Digital 
Curriculum Defined” explains that Digital Curriculum is primarily concerned 
with these computers absorbing many aspects of the educational process 
that would have previously been facilitated by a human teacher. Digital 
Curriculum could address some issues with differentiation. A computer 
program can offer and facilitate different levels of the same subjects with 


ease. They could also account for students who typically work faster, by 
having extra work stored and easily accessible with a degree of autonomy. 


The second technology, Immersive VR, could be used in various settings. 
According to the video “This is Real - Immersive VR Education”, it is the 
concept of using virtual reality technology to enhance the educational 
experience. This could be used in a historical context, allowing students to 
see immersive three-dimensional recreations of the Roman Forum or 
Stonehedge. It could also be used in scientific contexts, letting students 
visualize hostile environments on Mars or deep space. 


Last is the idea of interactive use of smartphones in the classroom. One 
major use of smartphones is their capacity to take pictures and video with 
relative ease. The video “Interactive classroom: Smartphones support 
learning in and out of school - Switzerland”, shows how smartphones can 
positively affect classroom projects with their ease of access and sharing of 
files. Students can create projects with both more autonomy and creativity if 
they can use technology they already own. 


One educational technology solution that | have experience with is Kahoot! 
Kahoot! is a quiz based game that is utilized through either a computer or 
phone with internet access. The quizzes are great tools for testing and 
rewarding knowledge in any subject area. In my experience, they tend to be 
well received and viewed as “breaks” from more traditional work, despite 
their effectiveness in memory recall. Regardless of my personal feelings, 
there are a few drawbacks to Kahoot!. One is that it is typically devoid of 
differentiation, as you can virtually only run one quiz at a time. Considering 
this, it is probably easy and likely for certain students to either feel left out or 
bored. 


Reply | Hide Replies (1) NEW 
Cory Leeds 
Hey Tristan, 


| have been using 1:1 online curriculum in my special education classroom 
for a few years now. It helps me create lessons that are specific to learners 
since they are on all different levels. We have comprehension programs, 

math programs, and even typing programs. | am currently trying to budget 


for a budgeting program for next year. This year we are using google sheets 
which can be tough to teach the students who have a hard time processing 
the information. 


| have to say, its nice to hear someone outside of Cresskill uses Kahoot! | use 
it regularly for my lessons, and | think all teachers can benefit from using it. 
Although it is in the form of a quiz, it is more of a review of content that is 
being taught. Students in my classroom often look forward to using kahoot! 
To be honest, | think it's mainly because they give themselves creative and 
funny names! One of the students usually picks one of the paraprofessionals 
names that are in the classroom! 


Reply « 
9/21/24, 12:44 PM 
NEW 


Robert Elfers 
9/17/24, 9:19 PM 
NEW 


Three Trending Technologies: 


Artificial Intelligence Tech in the Classroom to support Teachers 
Artificial technologies is a really hot topic in education these days. | have 
seen Al used with some great effect in the classroom from very good 
teachers. In short, Al is a data base that scrubs the internet for all content 
related to your search. The benefits include prompt responses on material 
that you may know very little about. In a google search, for example, you 
must have some background knowledge to find the desired information you 
are looking for. This is not the case in Open Al. This technology can be used 
to support teacher by using it for simple fact checking. | have seen this 
technology used to quickly and easily make rubrics for assignments and | 
have even seen this tech used to create short essay prompts. This is all 
meant to help teachers spend less time on paperwork items and more time 
on lesson planning and student based learning and interactions. 


Technologies to More Easily Manage the School’s Network: This refers 
to tools, software, and systems that help simplify the administration and 
operation of a school's computer network. This can include a range of 
technologies designed to improve efficiency, security, and user experience 
for IT administrators. These technologies are typically used to manage tasks 
like internet connectivity, data security, device access, and network 
performance. In my classroom we use a BENQ board. These are extremely 
advances "Smart Boards" that integrate all of the school districts platforms 
on to one devise. Canvas, Genesis, Atlas, are on in one place. Moreover, they 
are all secure in the school network which is monitored and protected by the 
IT department 24/7. 


Tech for Physical Safety, Prevention, and Mental Health in Schools: 
This refers to the use of technology in schools to enhance the well-being of 
students teachers and staff. This can include tools and systems designed to 
protect against physical threats, prevent potential risks, and support mental 
health. The most clear example of this in my school is the advanced blocking 
system we have in place to try and prevent online bullying while on school 
ground. Many online websites are blocked and students are encourage to not 
be on social media at all while in school. (Results may vary) 


Solutions: One platform that | have used in my classroom which was 
mentions in EDTC621 Lesson 2 Slides is Kahoot. Kahoot is a really fun and 
interactive platform that helps to review material, provide study guides and 
generally help students to engage in the material. There are games which 
are interactive and which with fosters a nurturing learning environment. This 
technology leans in on the notion that students have their phone on them at 
all times so we may as well use this to our advantage. Drawbacks of course 
ate the fact that they are now deliberately on their phones while in class 
which may cause distractions but overall the platforms does a nice job of 
keeping the students engaged. 


Reply | Hide Replies (1) NEW 
Tristan Duff 


Hi Robert! | also am a big proponent of Kahoot! | think it is both a useful and 
effective tool for facilitating information. In general, | have found that I get 


maximum engagement with Kahoot, even compared to many of my more 
traditional methods of instruction. Students do value winning, and enjoy the 
competitive aspect. For me, our students have laptops readily available so it 
is easy to program. Working in a special ed school, | have found a particular 
drawback of mine is the lack of ability to differentiate, as one quiz can really 
only be administered at a time. Oftentimes, students who are on a lower 
academic level can feel inferior or left out, and on the flip sides certain 
students can feel bored or under stimulated. 


Reply « 
9/19/24, 11:12 PM 
NEW 


Erica Rubio 

9/17/24, 7:11 PM 
NEW 

Trending Technologies: 


1. Artificial Intelligence (Al): artificial intelligence is changing the 
educational world. Teachers can use Al To personalize learning, 
automate administrative tasks and provide tutoring to children of all 
ages and learning backgrounds. According to Ilana Hamilton in her 
Forbes article “Artificial Intelligence In Education: Teachers’ Opinions 
On Al In The Classroom” she states that “we've pinpointed several key 
uses for artificial intelligence in education, including the following: Al- 
Powered Educational Games, Adaptive Learning Platforms, Automated 
Grading and Feedback Systems, Chatbots for Student Support, and 
Intelligent Tutoring Systems,” (Hamilton, 2024). 


2. Educational Gamification: “Gamification” incorporates game-like design 
elements to captivate students in educational settings. In very 
effective gamification applications, these features will enhance the 
learning experiences for students. According to John McCarthy in an 
Edutopia article, “Using Gamification to Ignite Student Learning”, he 
states that, “In education, gamification is intended to transform 
traditional lessons into an enhanced learning experience where 
students choose to explore and practice content, earning badges and 
status benefits... the true rewards come from the students’ internal 


drive to study content, gain depth of understanding, and master 
material that leads to badges, achievements, and status,” (McCarthy, 
2021). 


Virtual Reality: Joseph Evanick explains that virtual reality is a 
“computer-generated environment that simulates a real-world 
environment,” and he goes on to say that those choosing a VR 
experience will feel “present” and “immersion” that is “unparalleled in 
traditional learning environments,” (Evanick, 2023). It is known that VR 
can be experienced through “a headset or other device that provides a 
fully immersive experience, allowing users to interact with objects and 
people in the virtual world,” (Evanick, 2023). 


Specific Example: 


My district uses iReady Math “My Path” in order to personalize students’ 
learning. iReady is an adaptive learning tool that uses Al to target individual 
students’ needs. It uses adaptive technology to 1. Assess students using a 
diagnostic test, and then 2. Create “paths” for students to learn along to 
target their needs and promote growth. The application gives teachers, 
students and the district information and feedback in real-time. Finally, it 
tracks progress of all users so that optimum growth can be achieved. 


The benefits of iReady Math “My Path” are: 


1. 
2. 


3. 
4. 


It personalizes the students’ learning 


Gives immediate, real-time feedback (and, my favorite, pushes “brain 
breaks” during diagnostics) 


Gathers data specifically and efficiently 


Engages students through gamification, Al bots and student choice 


The drawbacks to this platform include: 


1. 


2. 


3. 


Some teachers/students may over-rely on the tech in order to gather 
data and make decisions 


There are obvious issues with equity and access (internet access and 
monetary barriers) 


Data privacy is always a concern when student data and information is 
being input into Al systems 


If able to afford and budget for, iReady Math “My Path” is an excellent 
trending solution to personalize instruction for students. 
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Reply | Hide Replies (1) NEW 
Robert Elfers 


Hi Erica, 


Very well done on your post. | like the portion when you discusses Al. This is 
a really tricky one for me as a high school social studies teacher. | think we 
can both agree that Al is not going anywhere so it is best for us as educators 
with learn to work with it rather than against it. "Automated Grading and 
Feedback Systems" sounds great to me! | use Al in my classroom (other 
teachers do too) to make rubrics, quick check work and other features like 
that. Do you use Al in you classroom at all? What do you teach? 


Keep up the good work! 
Reply ° 

9/17/24, 9:24 PM 

NEW 


Gabriel Arevalo 
9/16/24, 11:36 PM 
NEW 


Technology is used in many ways in the classroom today. For 
example, artificial intelligence is used at schools to tailor instruction 
and analyze student performance. The district | work in uses an 
assessment called MAPS as a benchmark. This exam uses Al and 
adapts to who a student is doing on the exam. For example, if a 
student is doing well on grade level material the exam will adjust 
and challenge the student with harder material. If a student is not 
doing very well the exam will provide the student with easier 
material. This exam also does not allow students to rush through 
questions either as it will pause their screen if they are answering 
too quickly. 


Some other tools used in my classroom are khan academy and Pear 
Deck. Learning management systems allow for students to 
collaborate easier as well as provide a way for me to leave feedback 
on their assignments in an easier and more efficient way. Khan 
academy is used heavily in my class and allows students to work on 
practice problems and watch videos that align with our math 
curriculum. Khan keeps track of the students progress and shows 
areas that they need improvement in. 


Lastly, another great way that technology is used in the classroom 
is through virtual field trips. | remember that my first year teaching 
was during quarantine so we couldn’t physically couldn’t attend a 
field trip so my class and I attended a virtual trip to the Yogi Berra 
museum at MSU for a baseball themed STEM activity. 


As can be seen there are plenty of advantages to using technology 
in the classroom. However, there are drawbacks too. For example, 
lack of WiFi or devices may lead students to struggle more than 
their peers. This is something that also happened during COVID and 
still is an issue to this day especially if a homework assignment 
requires internet use. 


Reply | Hide Replies (2) NEW 
Erica Rubio 
Hi Gabirel! 


| loved when you brought up the virtual field trips as a technology integration 
in the classroom. | used to do these all the time during COVID, but | have 
strayed away from it now because there are so many other things my mind is 
thinking about! | have to get back to these! | am a second grade teacher, but 
I am linking some of my favorites that I've used in my classroom. Maybe they 
could be of use to you or someone else! Disclaimer: | did NOT create these! 


TRIP TO THE AQUARIUM 


TRIP TO THE ZOO 

Edited by Erica Rubio on Sep 17, 2024, 7:22:30 PM 
Reply ° 

9/17/24, 7:21 PM 

NEW 

Robert Elfers 

Hi Gabriel, 


| enjoyed your post especially when you mentioned things like Pear Deck and 
Khan Academy. | have used khan academy many times and find it very useful 
especially for more serious honors and/or AP courses. | have less experience 
with Pear Deck. Its my understanding that it is used in conjunction with a 
slideshow? Do you find this to be effective and helpful for the students or so 


you find it to be too distracting? | am always looking for way to jazz up my 
Power Points in my Social Studies classes. 


Reply ¢ 
9/17/24, 9:38 PM 
NEW 


Yanet Ochoa 
9/16/24, 9:15 PM 
NEW 


Three trending technologies | have used in the education setting are Artificial 
Intelligence apps, educational websites with games, and the use of statistics 
or data analysis. Artificial Intelligence utilizes information from various 
platforms on the internet to personalize answers to questions. Since most of 
my students have not lived or visited a Spanish Speaking country, Artificial 
Intelligence helps me create images, and describe scenarios they have never 
seen to learn new vocabulary words. 


Games allow me to reinforce the material we have learned in class in an 
entertaining way. Games on the computer allows my students to have fun, 
while learning a new resource online that they can use outside of the 
classroom. It also increases healthy competitiveness, which can drive the 
students to learn more. 


Additionally, | use statistics and data analysis to follow the progress and 
development of each of my students. | utilize programs like Excel to keep 
track of performances, activities and participation to ensure every student is 
learning and growing. 


One recent example of a trending educational technology software is Canva. 
With Canva, my students are able to produce creative and visual projects to 
display what they have learned in the classroom. Canva also allows my 
students to learn photoshop techniques, visual analytics, and attention to 
details, as they have to prepare an engaging, fun and educational project. 
With the use of Canva, my students can browse the internet and utilize many 
of the creative projects available on the website as a draft and make it 
personal. At the same time, the resources available to them are far more 
than the resources | could provide to them in the classroom. For example, 


Canva has thousands of colors, stickers, fonts for letters, images, etc. | can 
only provide a handful of those. However, one drawback that | have noticed 
is plagiarism. As Canva provides many drafts for its users, some students 
steal content from other users and claim it is their own project. 


While this is a major drawback that I take very seriously, the benefits of 
utilizing Canva are far more than its negative impact. | still make sure to 
create classroom rules, and to accompany my students while they are 
making their project to help but also remind them of the impact of stealing 
and plagiarizing. 


Reply | Hide Replies (2) NEW 
Gabriel Arevalo 


Hello, | too use Al in my classroom. For example, my students use an 
application called Khann Academy. Khan Academy allows students to work on 
their math skills and also allows the students to track their progress. Another 
thing | like about the app is that it highlights the areas where students need 
more practicing in. This allows me to assign specific assignments to students 
who need extra help and also gives me more insight on who needs to work in 
a small group setting. 


| used to use math games in class such as Splashlearn, however | saw that it 
was becoming more of a distraction and didn’t enhance my student’s 
education. 


Reply ¢ 

9/16/24, 11:41 PM 
NEW 

Tristan Duff 


Hello Yanet! | have some personal experience with Al assisted tools. | have 
used them to analyze you tube videos to create multiple choice questions. 
Students then fill these out while watching them. | find that this is often 
effective and consistent, with a few minor tweaks here or there needed. One 
area where Al tools have particularly helped me is differentiation. Some 
programs allow text to be rewritten at higher or lower academic levels, with 
proper length, grammar, and vocabulary. 


On top of that, | often find games to be effective tools as well. These can 
range from larger all-encompassing education programs like Khan Academy, 
or smaller quiz based applications like Kahoot. Either way, | believe games 
are excellent methods of supplemental learning. 


Reply œ 
9/19/24, 11:16 PM 
NEW 


Samantha Bohr 
9/16/24, 8:10 PM 
NEW 


Technology is ever-growing and always changing. Teachers are continuously 
exposed to and expected to adapt to new technologies. Some of the 
trendiest technologies in the past year include, but are not limited to: 
artificial intelligence, school safety technologies, and maintenance of school 
devices. 


Artificial Intelligence (Al) has become a helpful tool for teachers to manage 
some of the unreasonable expectations put on us. One piece of Al that has 
helped me in the past year was Google Translate. | had a student who was 
new to America and English, and without an ESL teacher, Google Translate 
helped my student and me communicate. Further, there is an ability within 
Google Docs to access Google Translate that can help both teachers and 
students easily translate the document into the language of their choice. The 
foundation of communication aided communication between the two of us; 
additionally, this technology enabled me to successfully teach my ELL 
student some English. 


School safety technologies aim to aid the physical safety of students, prevent 
harm, and improve the mental health of students. My school has surveillance 
cameras to keep track of those entering and exiting the school, what may 
happen in between classes, and it has also helped if something unseemly 
happened in the restrooms- we know when/which students are 
entering/leaving the restrooms to more effectively identify the source of a 
problem. Additionally, we have GoGuardian; this allows us to track what 


students are working on in real time as well as prevent students from 
entering and/or using things such as unsafe websites. 


The maintenance and extension of school-supplied devices is [particularly 
important going into the 2024-2025 school year because schools no longer 
have access to extra funding from ESSER. The ESSER funding came as a 
result of COVID-19 and an effective move to get devices in all (or as many as 
possible) students' hands through their public schools. Giving students 
access to technology and education at home is one of the few good things to 
come out of COVID-19. However, those funding resources have expired and 
now it is time for schools to manage with their more regular “pre-COVID” 
funding. Since there will be less of a financial cushion for schools to 
distribute and maintain the existing technologies. | am not familiar with 
these services, such as asset tagging, but | hope we will still be able to keep 
educational technology in the hands of our students moving forward. 


One of the free EdTech Solutions that | would like to use more often in my 
classroom this year is Kahoot!. Kahoot! Is a site that can be used for free to 
teach, learn, and practice learning information (in any subject) through 
games. One benefit is that (when using the free application abilities) a 
teacher like me... who does not like games, can facilitate lessons and reviews 
on an engaging game platform. However, Kahoot! has many types of games- 
sometimes the students get more interested in doing well in the game or 
making others do worse and the information that they need to learn or 
review is not retained. | do not have hard data for this, but, last year | hada 
couple of students who when “gaming” on Kahoot! did significantly better 
than on the actual exam. Unfortunately, | can’t present every assessment for 
the year in a game-type setting. If the point is to learn and that information 
is not translated through various types of testing... how effective is it? 


Reply | Hide Replies (2) NEW 
Gabriel Arevalo 


hello, | also have used Google Docs in my class as well in the past. Google 
Docs is a great tool that allow students to work collaboratively on the same 
documents and like you said, allows me to give feedback and allows students 
to revise their work. Additionally, although | am fluent in Spanish, there are 
definitely a couple of words that | do not know how to say. Therefore, Google 
translate has been a great tool for me and my students to use whenever 
there is a bit of lack of communication. 


Reply « 

9/16/24, 11:48 PM 
NEW 

Erica Rubio 


Hi Samantha! 


| wanted to thank you for reminding me that we can use Al to help our ESL 
students. This year, | have my first ESL student. You prompted me to look 
beyond what ChatGPT can provide me and my students and do some 
research for ways | can help my student learn within my classroom 
community. | know I've come across it before, but after re-reading this article 
from Edutopia, "Using Al To Support Multilingual Students" (Huynh, 2023) | 
was reminded of the website "Magic Schoo!" which can help transform the 
way teachers help students access information in the classroom. 


-- Erica 

Reply ¢ 

9/17/24, 7:32 PM 
NEW 


Zineb Hassoune 
9/16/24, 8:03 PM 


Al is going to change education (and everything else) in many ways, 
but over the next ten years, one of the most profound effects will be 
the rise of personalized learning. 


Educational technology, or EdTech, is the use of technology to 
improve learning experiences: EdTech includes hardware like tablets 
and computers, and software like virtual reality environments and 
learning management systems 


Educational Technology is the field of study that investigates the 
process of analyzing, designing, developing, implementing, and 
evaluating the instructional environment, learning materials, 
learners, and the learning process in order to improve teaching and 
learning. 


Educational Technology (EdTech) is a field that designs and 
implements technology for educators and students to enhance 
learning experiences. Free tools like Khan Academy, Google 
Classroom, Canva, Kahoot!, and Quizlet can enhance virtual learning 
inside and outside of the classroom. 


Reply | Hide Replies (2) NEW 
Samantha Bohr 


Zineb, 


| agree that Al will change everything in many ways. Personally, | wonder 
whether it is for the better. | know that Al has the potential to benefit 
teachers and learners but, | get caught up thinking of the downfalls. Will Al 
allow learners to truly learn and apply what they've learned or simply replace 
the need to learn new things? Will Al help prevent things like plagiarism or 
just circumvent the problem? Further, | do not learn best 
asynchronously/solely through technology- will the younger generation/s find 
a way to utilize Al as an asset or use it and abuse it to avoid completing 
tasks independently? 


I am sorry to only play devil's advocate against the prompt- | do have many 
queries. However, | think your response was concise! good job! 


Reply ° 

9/16/24, 8:55 PM 
NEW 

Yanet Ochoa 


Dear Zineb, 


| concur with your statement, the use of Al will slowly become part of our 
everyday life. | have personally witnessed how my school district has utilized 
Al to help students and teachers, while also warning us of the negative 
impacts it might have and how dangerous it could be if utilized incorrectly. 


As a Spanish High School teacher, Al helps me create a world that my 
students have never seen before. | can show them interactive videos of Latin 
American countries, create personalized lesson plans and activities. | also 
utilize all of the tools you mentioned, my favorite so far is Canva. It provides 
SO many resources for the students to put together a project, image, or 
interactive board showcasing everything they have learned in the classroom 
in a visual way. 


I am wondering what subject you teach and which tools you think are best 
for your students? Learning a new language requires a lot of visual aid, 
hence | tend to utilize mostly those tools that allow me to do that. 


Reply ¢ 
9/16/24, 9:27 PM 
NEW 


Justin Matisak 
9/16/24, 6:46 PM 


The three trending technologies | focused on in the education setting were 
Kahoot, Canva, and Khan Academy. | chose those three because | have 
experience using all three learning platforms in my classroom, with all of 
them having benefits and drawbacks in the classroom. 


Game-Based Learning (e.g., Kahoot!) 


1. Theme: Game-based learning involves using interactive games to 
enhance student engagement and learning. These platforms integrate 


quizzes and competitions to create a fun and motivating learning 
environment. 


. Benefits: 


Increases student engagement through interactive, game-like features. 
Allows for real-time feedback and assessment. 

Encourages participation, even among shy students. 

Drawbacks: 


Over-reliance on competitive elements may create stress for some 
students. 


Can become a distraction if not used effectively for learning outcomes. 


Reflection: | use Kahoot! because it effectively engages students and 
provides immediate feedback. However, | would be mindful of 
balancing competition with collaboration to avoid unnecessary stress. | 
utilize it as a review before assessments. Students play anonymously 
to attempt to lower the competition level. They are encouraged not to 
share their names or their rankings in the game. Instead, | encourage it 
to be for their self-satisfaction in their knowledge of the topic. It 
motivates those students who see they are struggling to allot more 
time to study before the assessment. 


Visual Learning Tools (e.g., Canva) 


1. 


Theme: Visual learning tools focus on using visual aids, infographics, 
and multimedia to enhance understanding and retention. 


. Benefits: 


Enhances creativity and visual learning. 


The easy-to-use interface promotes the creation of customized 
content. 


Drawbacks: 
Limited to those who are comfortable with design and technology. 
Time-consuming if students or teachers are unfamiliar with the tool. 


Reflection: | have used Canva for its ability to make learning materials 
visually engaging, especially for complex topics. However, | would 


provide tutorials to students to ensure they can effectively use the 
tool. Those tutorials have taken longer than expected to get students 
up to speed on how to use the program. | do not know if | will use it 
again due to how much time was consumed by teaching the students 
how to navigate it. 


Personalized Learning Platforms (e.g., Khan Academy) 


1. Theme: Personalized learning platforms offer adaptive learning 
experiences tailored to individual student needs and pace. 


2. Benefits: 

e Allows students to learn at their own pace. 

e Offers a wide range of subjects and practice exercises. 
e Drawbacks: 


e This may lead to a sense of isolation if students rely too much on self- 
study. 


e Requires access to technology and a stable internet connection. 


e Reflection: | would use Khan Academy as a supplement to classroom 
instruction because it provides personalized support to students. 
However, | would ensure that students also have collaborative learning 
opportunities to avoid isolation. | have used it as an aide toa 
previously taught lesson. It allows students to review information they 
have already learned. | do not use Khan Academy to teach my students 
from the beginning of the lesson. 


| feel comfortable using these tools in my classroom as | have done so 
throughout my tenure as a teacher. They all have numerous benefits that will 
enhance student understanding of the material. With the numerous ways 
students learn now, these types of software help cater to a variety of 
learners. | am also fortunate that all of my students have access to these 
different learning platforms at school as well as in their homes. 


Reply | Hide Replies (1) NEW 


Samantha Bohr 


Justin, 


| would first like to commend you on your unorthodox format of responding 
to the discussion question. | have only ever responded to discussion boards 
in conventional paragraphs/complete sentences. 


| love the outline that you've constructed. The structure of your response 
was refreshing, concise, effortless to follow, and easy to understand. 


Considering your topics of discussion, | too worry that tools like Kahoot! 
create an "Over-reliance on competitive elements may create stress for some 
students". Further, | worry that the temporal memorization from these games 
can limit a students’ ability to truly learn, understand, and apply the 
knowledge that we are trying to instill. | try to only use tools such as Kahoot! 
sporadically. Additionally, | initiate and insist that my students use a variety 
of techniques to learn and understand new topics/concepts. 


This was a great discussion, thank you! 
Reply ¢ 

9/16/24, 9:05 PM 

NEW 


Daniel O'Hara 
9/16/24, 5:18 PM 
NEW 


Three trending technologies that have become popular in the educational 
world are Canva, Kahoots, and Plickers. These have proven very popular 
because they are all user friendly sites that allow teachers to make more 
interactive and engaging lessons for their classes. They also provide an 
opportunity for students to engage with technology in a fun and creative way 
that should hopefully create a more enjoyable learning experience. 


Canva is a platform that allows students to create and design presentations, 
infographics, and posters using premade templates and easy to use design 
tools. | have used this in many of my classes and | have seen first hand how 
much students enjoy this site. Students have made really interesting 
presentations with the help of this site. However, | will say one drawback is 
that it can limit creativity. Due to the fact that the site provides a bunch of 
templates and premade visuals, the students are less inclined to use their 
own imagination and think outside the box when building their 
presentations. The result is a lot of the students outputs will end up looking 
very similar. 


Kahoots is a platform that allows teachers to gamify their lessons by creating 
fun trivia games for vocab or chapter reviews. | have also used this site as 
well and would again note the benefit is that students do enjoy this site, but 
they tend to get more excited about competing against their classmates 
rather than showcasing their knowledge of the content. | have found that a 
lot of the students are more concerned with their speed of answering the 
questions instead of focusing on getting the correct answers. | often am left 
wondering how many of the students actually retain the information provided 
to them during kahoot games. 


The final ed tech platform | looked into was Plicker, which is an educational 
tool that allows teachers to conduct real-time assessments without the need 
for student devices. It allows for quick formative assessments, providing 
teachers with immediate feedback on student understanding while keeping 
students engaged in a non-intimidating way. Not relying on students having 
functioning devices can be particularly useful in classrooms with limited 
access to technology. I’m sure everyone has also dealt with those students 
whose laptop always seem to be dead by the time they get to your class so 
this is a nice way to keep those kids engaged. However, one drawback with 
this platform is that it requires the teacher to manage scanning student 
responses. | have not used this platform in my own classroom, but could see 
this as a drawback because | have an average class size of 30 students and 
having to scan through everyone's answers could really slow down my 
lesson. 


Reply 
Charles Diggs 


9/15/24, 9:22 PM 


NEW 


Artificial Intelligence (Al) - is a classroom theme gaining traction 
among students and educators. Practical applications like Siri and 
Alexa, both readily available in the classroom, allow students to use 
their phones for fact-checking and quick answers related to career 
development. The Alexa speaker is a favorite for queuing discussion 
playlists and setting a daily mood for our morning conversations. 


Virtual Reality (VR) - VR is used in the classroom to create 
experiences that are not accessible without the assistance of VR. We 
use VR to experience college tours of schools that offer this option. 
This allows students to experience a college or university anywhere in 
the country; with this technology, it is possible. Students can gain a 
first-person point of view of classrooms, dormitories, cafeterias, and 
the campus itself. 


Robotics- These foster hands-on learning experiences among 
students in and outside the classroom. Robotic kits, such as the robot 
mouse, can introduce students to the basics of coding and its 
functionalities. 


One recent educational technology solution that has benefits is the 
utilization of VR during job interviews. Many students go on job 
interviews and describe what their experiences are like with VR that’s 
used. Students have expressed how some companies provide a list of 
questions, which they must answer via recording and then submit to 
the company. This approach cuts down on the time management spent 
with actual candidates. It allows the software to eliminate candidates 
that may not fit the criteria based on the video created. Utilizing the 
software is ideal when vetting candidates. Still, the downside is that 
you lose the human element entirely, like noticing when a candidate is 
nervous, which can lead to a subpar interview. 


e (n.d.). The Evolution of Job Interviews: Virtual Reality, Gamification, and 
Beyond. LinkedIn. https://www.linkedin.com/pulse/evolution-job- 
interviews-virtual-reality-gamification-dinesh-agarwal-fhogc/ 


Reply | Hide Replies (2) NEW 
Yanet Ochoa 


Dear Charles, 


| find your response very interesting, as one of my students recently 
mentioned how she applied to college, and she had to go to an interview 
where a robot was asking her the questions. While | agree with both of your 
arguments, | noticed that my student was definitely let down, as she wanted 
to connect with the interviewer and show how excited she was to be there, 
while also showing her personality. 


This made me realize that when | include questions in my videos, the 
students do not receive any immediate feedback, and | cannot see their 
thinking process. 


| teach Spanish, and one key aspect of learning a new language is creating 
word associations. For example, | tell my students to remember their 
vocabulary words by associating them with other vocabulary words that they 
already know. This way they reinforce the information they already learned 
and are pushed to incorporate new material. 


After the experience with the student, | decided to still use questions in my 
videos, but make them more interactive. Like asking them to create a 
diagram of their thinking process, or draw a specific scenario in which they 
would incorporate the vocabulary word. 


Have you used VR in your classroom? Did you notice any negative impact, 
and how did you address it? 


Reply œ 


9/16/24, 9:38 PM 
NEW 

Cory Leeds 

Hey Charles, 


| have to be honest, the idea of siri and alexa didn't even come to mind when 
thinking about Al in education. But you are completely on par with how 
students use these applications. | coach tennis at the varsity level, and 
constantly hear students asking siri questions about homework or test topics 
while on the bus. Working in the special education field, | am still learning 
how to incorporate Al into my classroom, but hope to some day soon. My 
thought is to ask the district to provide me with an alexa, so we can ask it 
about the weather and temperature during our morning meeting group! 


During our morning meeting, we learn about worldwide landmarks and the 
locations of he landmarks. | wonder if VR could benefit this part of our 
lesson! Currently, we use google earth to take us to the landmark, which 
gives us an outdated view of the location. VR might be able to provide us 
with a more real life feeling of being at the location, rather than just a 
picture. 


Your post has prompted me to reach out to my administration team to see if 
we can find a way to budget for an alexa! 


Reply ¢ 
9/21/24, 12:25 PM 
NEW 


Paul Hallgren 
9/15/24, 11:29 AM 
NEW 


Technology has become an integral component of modern society-shaping 
how we communicate, learn, and interact with the world around us. Its 
pervasive presence makes it inevitable that technology will continue to 
influence every aspect of our lives, driving Innovation and transformation 
across various sectors, which, of course, includes education. There is no way 
of knowing how this change will affect humanity in the long term. No 
technology can hold a candle to the speed at which modern tech has 
transformed society. People can experience a rich social life without ever 
leaving the house. If this is a good thing is up for debate. I’m inclined to say 
that it’s not. To push this debate all the way to its bottom is to question the 
very meaning of what it is to be human. Once upon a time, an older 
generation raged at the radio as a distraction, TV as brain rot. It’s human 
nature to oppose change, but change always comes. What we have now is 
something different. Modern tech isn’t some new, trifling entertainment. It’s 
changing our society and culture, and it’s doing so at a speed that’s 
impossible to keep up with. As educators, this argument boils down to this: 
how much Al is too much? 


Learning Management Systems, such as Google Classroom have 
revolutionized the way we educators can manage coursework and 
communicate with students. These platforms allow us to create, distribute, 
and grade assignments electronically. They can be a powerful timesaving 
tool. They also cut down on waste by reducing the need to run off tons of 
copies. Google Classroom also allows us to curate our course material in an 
organized way. This can help to hold students accountable by eliminating 
excuses. There can be no losing papers on Google Classroom. It also helps us 
to build course structure that can be used year after year. This is actually one 
of the drawbacks. It might stagnate our ambition to create new course 
material or improve on past assignments. Also, generating all the content 
through Google Classroom might become boring for the students. 


Interactive learning tools such as Kahoot! are designed to engage students 
actively with the course material. Kahoot! gamifies assessments, allowing 
students to compete in a fun, engaging manner. It feels like one of the 
technologies which bridges the gap between the old and new. It’s a digital 
game like Trivial Pursuit or Pictionary. In my experience, the only drawback of 
something like Kahoot! is losing control of the room. It can create some 
classroom management issues. That said, | like it and use it often. 


Communication and Collaboration platforms such as Zoom, have become 
essential in facilitating communication among students and educators. These 
tools support video conferencing, file sharing, and group discussions, and 
can help students remain connected regardless of physical distance. Such 
technologies can promote teamwork and improve the overall learning 
experience by fostering a sense of community where online and hybrid 
environments are the only option. But this type of new segregation of 
humanity has, to my mind, by far, the most disastrous ramifications. | did the 
50-hour Introduction to K-12 Teaching course at NJCU during covid. My 
mother was still teaching at a public school in Jersey City. | arranged, through 
her, to do my observation hours at her school. The woman | was assigned to 
was one of my mother’s friends. | went to her house and sat with her as she 
taught her classes online. Basically every kid had their camera off and 
microphone muted the entire time regardless of what she tried to do. Maybe 
some of the kids were embarrassed by their home situation and had good 
reason to keep the camera off. But that only reinforces how important it is to 
have a clean, nice school where children can feel welcomed and at home. 


Reply | Hide Replies (5) NEW 
Miguel Rivera 


Good afternoon, | share your concerns with Al. In theory, Al can be used 
responsibly, but that depends highly on the individual honesty of the 
student. Especially as such a young age, and if the student does not value 
education, the student will use Al just to finish the assignment as quickly as 
possible. 


I only have experience with ChatGTP. | have noticed that you can command it 
to do a research paper with citations. However, ChatGTP's citations are not 
100% accurate when you personally research and read the weblink citations. 


| do not use Google Classroom, but many of my students struggle with using 
technology. To fix this problem, | give the students both options. Hand in 
papers or post the assignment online. 


Reply ° 


9/15/24, 1:22 PM 
NEW 
Aaron Rodriguez 


You’ve made a really thoughtful point here. Technology, especially in 
education, is undoubtedly transformative. Tools like Google Classroom offer 
so many benefits—streamlining communication, simplifying workflow, and 
minimizing waste. But | agree, there’s a delicate balance between embracing 
these innovations and ensuring they don’t stifle creativity or engagement. As 
educators, it’s important that we continue to adapt, finding ways to keep 
material fresh and interactive, even within digital platforms. The debate 
about how much Al is too much is crucial because it touches on the core of 
what makes learning dynamic and human. It’s exciting and challenging to 
figure out how to best use these tools while maintaining a meaningful 
educational experience! Keep it up! 


Reply ¢ 

9/15/24, 6:25 PM 
NEW 

Justin Matisak 


Paul, very insightful response. | agree with you about the game Kahoot! | 
utilize it in the room also, but have seen students become a little too 
concerned with the competitive aspect. To combat it students are told to play 
anonymously. They are not to share their name with anyone in the class. The 
game is designed for them to grasp where they are in their preparation for 
an assessment not to put anyone else down. With seeing your response, it 
looks like you have a good hold on your classroom that you can deter the 
negative interactions from manifesting during the interactive game 


Reply ° 

9/16/24, 6:51 PM 
NEW 

Jonathan DiFiore 


Hey Paul, 


Your opening observation about how prior generations have also pushed 
back on the influence of technology on us as humans is something I've 
thought about a bunch. It all seems very cyclical. Your use of the phrase "TV 
as brain rot" leads me to believe you may be interested in a book called 
"Amusing Ourselves to Death" by Neil Postman, if you aren't already familiar. 
In regards to your comments on technology in the classroom, my school uses 
Google Classrooms. | find it very useful. | like that it simplifies assignment 
distribution and grading. | make the assignment on my computer and ina 
few clicks it's distributed to all my students. However, | agree with the 
concern that it can lead to stagnation if used too often, so | try to balance it 
with creative centered materials like a listening log. 


During the height of the pandemic | was teaching mostly survey of music 
courses as an adjunct at a few colleges. | encountered the Zoom-class 
scenario you described on a daily basis. | would spend hours lecturing to a 
screen full of black squares with little to no communication from my 
students. | too recognized, that many of my students did not want their 
housing situation to be a matter of public view. On the other hand one time a 
student turned their screen on and they were driving! It was very Twilight 
Zone-ish. With that said, the level of instant and accessible communication a 
platform like Zoom brings to the table is incredible. It is a valuable tool in the 
classroom when needed. There is work to be done on understanding how to 
make the platform more engaging to a diverse population of students. 


Edited by Jonathan DiFiore on Sep 16, 2024, 7:27:30 PM 
Reply « 

9/16/24, 7:26 PM 

NEW 

Charles Diggs 


| understand the concerns with the virtual learning space and how some 
students were completely disengaged during COVID. | would love to get back 
to a point where students prefer to be in school and engage with their peers 
instead of being on Zoom. 


Tech has transformed society as we know it, but our youth seem to embrace 
and adapt to new technology trends. From Al applications like Grammarly, 


which I encourage my students to utilize, to Siri, which can assist with 
cooking recipes, hopefully, the youth will continue to use Al to enhance their 
learning and maximize its full potential for the greater good. We would love 
for students not to cut corners and take advantage of the Al capabilities, but 
that is not realistic, unfortunately. On the flip side, | show my students 
software that can detect plagiarism, hoping it will deter cheating. 


Reply « 
9/16/24, 11:51 PM 
NEW 


Jonathan DiFiore 
9/14/24, 9:56 PM 


Technology’s involvement in education is widely becoming more and more 
accessible and common place in the classroom. It's also something most 
students are required to deal with, from a safety perspective, on a daily 
basis. The trend in technology being talked about the most right now is Al. It 
continues to integrate itself into all aspects of our life. In the classroom, | 
have seen it used to automate tasks and personalize learning fairly 
effectively. It can quickly adapt content to meet various standards. However, 
I’ve also witnessed teachers who are not very technologically savvy get 
frustrated with the learning curve required to use it. 


Another trend in technology addresses Physical Safety, Prevention and 
Mental Health in Schools. On a daily basis, the students at my school walk 
through scanners and are monitored by cameras installed in the hallways. 
Physical enhancements such as secure entrances, locks, and cameras 
improve overall building safety (Bogart, 2023). This technology is designed 
to help create a safer learning environment. 


Managing a school’s network efficiently is becoming an increasingly 
important trend, considering more and more of schooling is becoming 
digitized. Many schools are focusing on enhancing network security and 
ensuring reliable connectivity to support tech-driven education (Torchia, 
2023). Modern technology can help create an easy to use system for network 


management when all devices and users within the network operate 
together seamlessly. My school uses Google Classroom and the Google 
management services, which works pretty well and allows me to access all 
my work from any device. 


A very popular educational technology solution, which | see widely used in 
my school, is Kahoot! It’s a quiz-style learning game. The quizzes provide 
immediate feedback and can be adjusted to different learning styles or 
difficulty levels. Students really enjoy the “in the moment” feeling of the 
challenge. Although it seems to be effective, it has drawbacks. I’ve witnessed 
it cause anxiety for students who struggle with competition, and start 
arguments. It’s a quick moving game, so students who may need more time 
to read prompts or comprehend ideas may struggle. Also, your classroom 
must have a smart board or smart tv to use it to its fullest capacity. 


Reference 


Bogart, N. (2023, June 16). How to make schools safer with the four pillars of 
physical safety. 


EdTech Magazine. https://edtechmagazine.com/k12/article/2023/06/how- 
make-schools-safer-four-pillars 
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Torchia, R. (2023, November 30). CITE 2023: Emerging technologies for 
modern 


classrooms steal the spotlight. EdTech Magazine. 
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Paul Hallgren 

Hi Johnathan, 


| have the same complaint with games like Kahoot! | teach high school, 
mostly juniors and seniors, and using interactive games with a competitive 


undercurrent can cause ugliness in the classroom. Have you prefaced the 
activity with a statement on social decorum and bullying? That's usually 
what I do. | tell them I'll have no nasty remarks or putdowns. Do they 
actually listen to me? Probably not all of them. Human nature is what it is. 
It's good that you're aware of what might cause some students to stumble. In 
my experience, increased security in our school has actually increased my 
burden in the classroom. We've recently rolled out a spreadsheet which 
shows how many times a student has gone to the bathroom as a way of 
cutting down on the frequent fliers. So now | have to check that every time a 
kid asks. This list is alphabetized and includes all 1300 students. How can | 
have bell-to-bell instruction and also do all this other stuff like check lists? 
Have you noticed anything like that in your school? 


Reply | Show Replies (1) ° 
9/15/24, 12:27 PM 

NEW 

Aaron Rodriguez 


You’ve highlighted some really important aspects of how technology is 
reshaping education, particularly in terms of safety and classroom 
management. It’s true that while these tools can greatly enhance efficiency 
and engagement, they can also present challenges for educators who are 
less familiar with them. The emphasis on physical safety, with secure 
entrances and monitoring systems, is especially relevant today, and ensuring 
reliable network security is essential as schools become more digitized. | also 
appreciate your insight on Kahoot!—while it’s a great tool for engagement, 
it’s important to consider the different learning needs and emotional 
responses of students. Great observations all around. Keep it up! 


Reply œ 

9/15/24, 6:27 PM 
NEW 

Daniel O'Hara 


Hi John, 


I've run into the same trouble when playing review games in my class. It can 
definitely lead to fighting, which becomes a distraction to the actual purpose, 


which is the students proving their understanding. | also agree that it may 
not be the best form of assessment because some students can feel 
overwhelmed and get anxious with the fast pace of the online game format. 


Reply ¢ 
9/16/24, 11:09 PM 
NEW 


Aaron Rodriguez 
9/11/24, 9:26 AM 


The first trend is Google Classroom, which helps teachers manage 
assignments, communicate with students, and provide feedback. It 
streamlines class management by keeping everything organized in one 
place. 


The second trend is Adaptive Learning Technology, which personalizes 
education by adjusting lessons to fit each student’s performance. This allows 
students to move at their own pace, receiving the support or challenges they 
need. 


The third trend is Cloud-Based Learning Platforms, which allow teachers 
and students to access learning materials and assignments from anywhere. 
This is especially useful for remote learning and collaboration. 


Benefits of these tools include making it easier for teachers to organize 
assignments and communicate with students using Google Classroom. 
Adaptive Learning Technology helps students learn at their own pace, giving 
them the support they need. Cloud-Based Learning Platforms make it 
possible to access learning materials from anywhere, which is great for 
remote learning and group work. 


Drawbacks are that both Google Classroom and Cloud-Based Platforms 
need good internet, which can be a problem for some students. Adaptive 
Learning Technology requires a lot of data, which can raise privacy concerns. 
Plus, using these tools too much might reduce face-to-face interactions 
between teachers and students. 


Edited by Aaron Rodriguez on Sep 11, 2024, 9:32:30 AM 


Reply | Hide Replies (2) NEW 
Jeanine Weinreb 
Hi Aaron, 


Nice job highlighting both the benefits and potential drawbacks. | used 
Google Classroom years ago and thought it was an organized platform, It is 
my opinion that Schoology has a lot more to offer. Internet access is always a 
concern, especially when the internet is not working properly. | look forward 
to learning with you this semester. 


Reply « 

9/15/24, 8:46 AM 
NEW 

Paul Hallgren 


Hi Aaron, 


How old are you students? | teach high school, and even though my district is 
considered low income, almost every kid has a cellphone. You might suggest 
to students who are having trouble with their laptops to access Google 
Classroom on their phones. This will force you to keep the assignment 
unlocked however, which means they'll be able to search the internet freely. 
I'll often give open assessments and let them look stuff up, In that scenario, 
it's not a problem. 


Reply ¢ 
9/15/24, 12:31 PM 
NEW 


Jeanine Weinreb 
9/4/24, 11:26 PM 


Virtual Reality (VR) and Augmented Reality (AR) would be beneficial in 
the library media center. Students could explore places they've never been 
without leaving the library, turning textbook research into exciting, 
interactive adventures that make learning easier and more engaging. 


However, the main drawback would be the cost and professional 
development, as purchasing the devices could be challenging with school 
budget limitations. 


Gamification in educational contexts aims to increase student engagement 
and motivation. By incorporating points, badges, and leaderboards, 
gamification makes learning more interactive and fun, promoting a 
competitive and collaborative spirit. Last year, my 5th graders loved using 
GimKit and Blooket, and | plan to include them in my library lessons for both 
4th and 5th graders. | was considering trying Plickers, which allows teachers 
to assess student understanding using paper response cards, offering a 
screen-free option. However, there are drawbacks, such as the need to 
manually add students if you're not using Google Classroom and the 
limitation to multiple-choice questions. While durable cards are available for 
purchase, I’d rather not spend extra money, so laminating printable cards 
could be a workaround, however, the glossy finish might create glare, 
making it difficult for the app to read the cards. | do not think | will try this as 
seems time-consuming to create Plickers accounts, print cards, and set up 
questions. | will stick to Kahoot, Blooket, Quizizz, and other easier-to-use 
games. 


Artificial Intelligence (Al) is a computer system that mimics human 
thinking and behavior. The more it's used, the smarter it becomes. As | 
transition from a language arts and social studies teacher to a librarian, I've 
increasingly relied on Al to prepare for this change. Al is here to stay, and 
educators should explore how to responsibly incorporate it into the 
classroom. Teaching students how to use Al ethically is crucial, as ignoring it 
may lead to misuse. While Al will change teaching and learning, it cannot 
replace the creativity and human connection teachers offer. Professional 
development will be key in helping educators effectively integrate Al 

tools. My favorites at this time are ChatGPT, Canva, and MagicSchool. 


Schoology is the learning management system that my district uses. 
Teachers can manage their classes, distribute assignments, engage students, 
and track progress. It integrates tools for communication and discussion, 
lessons, assessment, and content sharing, allowing for a streamlined digital 
learning environment. | find it to be user friendly for teachers, students, and 
parents, however, if a student has to multiple courses, it can be 
overwhelming. It’s important to use it to support learning. Because I’ve been 
using this platform daily in the classroom for many years, | would find it hard 
to switch to a different LMS. 
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| agree that virtual reality would be a revolutionary and engaging way to 
experience exploration of history for example, Ancient Egypt and Greece, or 
the American Revolution. In an unrelated but connected situation, there were 
two video PlayStation video games, "Assassin's Creed Origins" and 
"Assassin's Creed Odyssey" that included an "Exploration mode" where the 
players could explore Ancient Egypt and Ancient Greece as a historical 
setting where the characters in the video game explained historical places 
and events that took place during that time. It would be neat if virtual reality 
takes that direction. 


For gamification, my students are ELL who are limited in their English 
language. Unfortunately, most of the gamification websites are in English, 
and this has led me to not be able to implement gamification in my classes. 


Artificial Intelligence is something | am very hesitant to let students use. 
Students mostly use it as a shortcut to avoid high order level thinking that is 
an important skill that every person needs to develop. 


My school also uses Schoology. This year, for the science department, the 
school has added online class platforms for Biology and Chemistry. The 
students have to register and they will have access to the textbook online 
and the teacher can assign activities to students that they will earn a grade 
for. The school also has similar platforms for the math classes as well. 
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Jeanine, 


You broach a subject which | struggle with: the occasional need to spend my 
own money on school supplies. What a burden that can be. It's not as if we're 
overpaid! Making games out of lessons necessitates the use of tech unless 
we're prepared to spend lots of money on materials. Something | like to do is 
use simulation apps like Stellarium. | teach high school astronomy. I'll ask 
students to play around with the software and make up their own 
constellations and associated mythology. Maybe you can get some copy 
paper and have the students cut it up into index cards and play the games 
that way? 
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Miguel Rivera 
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Good afternoon, | am Miguel Rivera. | am an Alternate Route teacher who 
works as a Bilingual Science teacher in High School for Elizabeth Public 
Schools. 


First trend is the use of artificial intelligence tech in the classroom. Its 
purpose is to help all teachers who are overwhelmed with classroom 
activities and to reduce teacher burnout rates that is a significant problem in 
the field of education. Al can help with lesson planning ideas and data 
collection that consumes a lot of time for teachers (when done without 
technology) to deliver the best lesson possible. 


Second trend is identity and access management as a foundation for zero 
trust. This trend is something that the district | work in already uses. Every 
time | log into PowerSchool for grading and posting student lesson materials, 
I must provide multi-factor authentication which in addition to passwords 
includes confirming on my smartphone that | am the person logging into the 
system. 


Third trend is tech for physical safety, prevention, and mental health in 
schools. Examples of this are companies that now offer schools a package of 
technology that monitors the safety of students with cameras, vaping 
detection, alert systems to lock doors, and GoGuardian. In my district, 
GoGuardian is used to monitor the kind of searches that students use to 
prevent harm to themselves or others. 


The website Khan Academy is an excellent resource to use in the classroom. 
It is something that | have personally used to study for Praxis exams for 
teaching. Khan Academy gives students the opportunity to answer questions 
(in various formats) and the software immediately tells them whether they 
answered the question correctly or not, then proceeds to provide information 
in the form of video to review topic to help students understand question. 
These videos are available at any moment, and the best part about the 
resource is free. 


Students can use Khan Academy as an interactive study guide to help 
prepare them for quizzes and exams. Khan Academy is also available in 
Spanish for emerging bilingual students as well. It is a great resource as 
students can sign up and teachers can keep track on all the activities they 
have completed. 


A possible downside of Khan Academy is that students can go through the 
motions and just worry about answering the questions correctly without 
deeply understanding the concept. The teacher is necessary to enforce self 
discipline. Many times, despite what appears to be clear instruction from the 
videos provided, the teacher is still necessary to develop a lesson that 
engages students on the topics of the day. The best way to use Khan 
Academy is as a supplement to teacher lessons or as a review before a quiz 
or an exam. Other variations can include the teacher taking questions from 
Khan Academy and designing paper review sheets for students to practice 
the concepts that they need to learn. 
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Hi Miguel, 


| love the Khan Academy videos. My students are usually engaged when 
watching them. However, I've never used the question and answer activities. 
I'm planning to look into some of the lessons. Thanks for sharing. 


I'm a big fan of using Al to make teachers’ lives easier, but | worry that 
students won't use it ethically. We use Securly (similar to GoGuardian) to 
monitor Chromebook activity. | think it's a helpful tool to ensure that students 
are on task and using their Chromebooks responsibly. 


Great trend list! 
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Jonathan DiFiore 


Hey Miguel, 


Your points on Al in the classroom are thought provoking. The use of Al to 
assist teachers with lesson planning and data collection is an interesting a 
step towards reducing teacher burnout | hadn't thought of, especially with 
the increasing demands placed on educators. I’ve seen firsthand how 
overwhelming the workload can get, and having a tool that streamlines some 
of the more all consuming tasks would be invaluable. 


GoGuardian hits close to home for me as well. My school uses similar 
monitoring systems. Aside from those we also have many layers of multi- 
factor authorization on all our devices. | often find them annoying, but | 
recognize they are vital for security. It’s interesting to me that technology is 
becoming integral not only for learning, but for student safety too. Like you 
mentioned, tools such as GoGuardian are helping schools monitor student 
behavior online, which is essential in preventing harm. These guardrails are 
important given the vastness of the internet. 
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Daniel O'Hara 


Hi Miguel, 


I think you make some really good points about both the benefits and 
drawbacks of these Ed Tech tools. | use Khan academy, kahoots, & blooket in 
my classroom to make reviews more engaging, but | worry that the 
gamification leads the students to just go through the motions. | sometimes 
find they care more about the competition than actually learning. | also 
agree that it is important as teachers that we uses these tools as 
supplementary to your actual lesson plan. 
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